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IMPRESSIONS 

As an attendee at the Inaugural gathering of interested 
Commodore-64 users and potential users and other interested 
parties, which was held at the showrooms of PANATRONICS 
691 Whitehorse Road, Mont Albert on Tuesday, 18th May 
1983, I would like to share some of my observations with 
you. 

Mr. Neil Brandie, General Manager of PANATRONICS, 
ably conducted the introduction to the assembled gathering 
and welcomed all those who attended. He was overwhelmed 
that we had over 50 people, with some 10 coming from 
over 20 kilometres — one couple came from Mildura — 
which shows the interest that this ‘little marvel’ has instilled 
into those that have been subjected to its amazing power. 

Although there were some rather experienced users 
who came along, it was obvious that there was a large 
proportion who were ‘first time computerists’, and with 
the 64 were making their first adventure into this field. 
Neil referred to the ‘baggy eyes syndrome' to which I am 
well accustomed, having caught the bug some three years 
ago with my first tiny keyboard 8K Pet. Working up 
through the various stages of Pet’s to CBM Professional 
Computers and then purchasing a real live LIVING 
COLOUR ‘VIC-20’ (gone were the days of the Green 
Screen), the challenge was then on again to convert a 32K 
program to run on 3.5K, to which I must admit, I never 
quite succeeded. 

With the arrival of the 64 my challenge with memory 
frugality disappeared - with 38,911 BYTES FREE showing 
on the screen, but now another adventure with Sprites 
begins. The old days of animating Pet Graphics with their 
rather slow and cumbersome Peeks and Pokes seems to 
have gone. Ah Well! more early mornings and baggy eyes 
and a very understanding wife. The little boy in me has 
come out again. 

Enough ramblings about me and back to the matter in 
hand. Neil said there were those who could count on two 
fingers only (the binary \nuts *) and those who had sixteen 
(the \hexadecimal boffins') but unless they had their hands 
in their pockets I didn’t see anyone resembling these 
descriptions. 

With this attendance you could see that we would soon 
burst the walls at PANATRONICS and suggestions for 
alternative meeting places were requested, with some quite 
good ideas coming out of the discussion. I don’t intend to 
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hang from the rafters for very long, so any suggestions 
along these lines from anyone would be appreciated. If we 
follow the VIC-20 Group’s example, a hall could be hired 
for meetings at a small fee, provided seating was available, 
which would be paid for by subscription to the Group. 

Getting onto subscriptions, it was suggested a charge 
of $10.00 per half year be made, which seems a small price 
to pay for the information which could be gleaned from an 
interchange of ideas. This amount would include a copy 
of the Newsletter published by the Group for members 
interest. As was stressed, a Newsletter can only survive if 
articles are submitted by members as they would be for 
members written by members. 

With the attendance at the gathering of youngsters and 
teenagers, the older ones were again shown that to keep 
interest alive you must encourage the children to have 
equal attention, and we look forward to some pretty good 
articles and programs submitted by them. Our future is in 
their minds. 

Another area to be touched on was a Library to be kept 
by the Group of programs submitted by members. This 
would be treated as Public Domain Software and could 
include Subroutines, Games, Utilities and whatever anyone 
dreamed up that was original, and would be available to 
any member for the small charge of copying the program 
to cassette or disk. 

Daily, there seems to be new commercial software 
appearing on the shelves of our Dealers, and soon we will 
have a torrent of programs which will rival that of any 
competitors’ products. The back-up provided by Dealers 
at the moment is astounding, considering the frustrations 
that they must be having due to broken promises and lack 
of deliveries. We hope that this situation brightens in the 
next few months. 

I am sure all those who were present would like to thank 
Neil Brandie and staff for their action in calling this gathering, 
and their support and offer of initial venue, although he 
was astounded at the attendance. 

Our next gathering will be at PANATRONICS, 691 
Whitehorse Road, Mont Albert on the third Tuesday — 
21st June — and I look forward to seeing you up amongst 
the rafters hanging by your (2, 16 or 10) fingernails. 

Frank Martin 






The thoughts expressed by the Author of these Reviews 
are personal opinions only , and should not be taken as a 
generally accepted opinion. 



For anyone interested in music, this package is a ‘must’. 
The initial program sets up a new interpreter in the ‘64’ 
and the Commodore Basic Interpreter is ignored. 

Although I have heard quite good music played through 
Basic, I can’t see anyone seriously programming with all 
those conversions of notes to decimal values from the 
reference chart, and then Poking their values into the 
appropriate registers. 

The demonstration music on this package is quite well 
done, showing various instruments being used, and the 
‘Trace’ function which allows you to see the program 
running with the various registers changing is a handy way 
to debug your own compositions. 

Having played with VISMUMON and INSMUS on the 
Pet, this package seems to have greater potential than 
either of these, as VISMUMON whilst easier to write, was 
more difficult in the wave-form changing area. INSMUS 
was better in wave-form changing if you were conversant 
with Machine Language, but harder to write, as you had to 
convert all notes to Hexadecimal, and enter them through 
an Editor/Assembler. 

To anyone familiar with music, this program is a ‘soda’ 
for composition, but even if you can’t read a note of 
music, don’t despair as all notes are entered as they appear 
on the printed music, and once you have worked out 
which note is which in the scale, then it is a simple matter 
to enter all the others. {Although I did find it a bit confusing 
to change octaves at 'A’instead of the conventional ‘O'). 

You can easily change the ATTACK, DECAY, SUSTAIN, 
RELEASE, PULSE, GATE, FILTER and other registers of 
any voice, and as you write the note you state its PITCH 
and DURATION. Once set this PITCH and DURATION 
remain the same until you change them. 

With this knowledge you can make the voice sound like 
just about anything you want. This really shows off what a 
synthesiser can do! 

Therefore to anyone who wants to hear or write music 
on a computer, this package is highly recommended. 


LLAMASOFT !! 



Attack Of The 
Mutant Camels 


An arcade quality game, loaded in two parts from cassette. 

This program written in machine language is very fast- 
moving with sprites and graphics to rival the best available 
on larger machines. 

The screen is divided into three parts, with scoring at 
the top — a long range radar scan next and then the main 
action area at the bottom. 

At the start you can select a 1 or 2 player game (/ 
haven V seen another 2 player game available as yet), and a 
degree of difficulty. Also selectable is whether a collision 
with a camel is allowed or not. 

Without going into technicalities of the jargon of phaser 
bolts or whatever, the idea of the game is to pilot your 
spacecraft against 6 drone camels which keep advancing 
across the screen towards your home base. You must fire 
at these camels, and at each hit, your score is increased. 
As your score goes up with the hits on the camels, they 
change colour, and eventually you destroy them and they 
disappear. Whilst you are firing however, the camels are 
returning fire at you with random shots. Every now and 
then, an ‘intelligent’ shot is fired from the camel which you 
must dodge at all costs, otherwise you are destroyed. 

You have 5 spacecraft to complete your mission, and if 
you get past the first phase of destroying all the camels, 
another more difficult phase begins. 

Although not a very good games player, this program is 
quite addictive, with fast action, good graphics and sound, 
and if you are a games player, should test your reflexes to 
the limit. 

Tnnnrvinnrxinnnr6-6~6~tt o insTnrtnr 

Many people seem to be having some trouble with 
1 SYNTHY-64 ' in regard to the volume of the accordian. 
There appears to be different SID chips floating around 
and some get loud sound and some do not. 

If you have one that does not have loud sound change 
line 63050 from FI to F0 or F2 and the sound comes 
through loud and clear. 
















A few people at the gathering said they couldn't get the 
PIANO KEYBOARD program in the User's Guide to 
work. 

If you work your way through the program you will see 
that the sound has not been turned on. 

I will leave it to you to find the register, and then to 
poke it with an appropriate number. 

Don’t tell me that the Function Keys don‘t work either. 
THEY DO!!!!! Check your typing!!!! 


When writing to a device with a Logical File No. and using 
Print# — 

Don’t Use shorthand method of “?#’ as it will bring a 
syntax error. If you must use shorthand USE ‘Pr\ and 
when the program is listed the shorthand has been replaced 
with the keyword ‘Print#' in your line. 
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FOR A REPEAT ON ALL KEYS TRY - 

Poke 650,255 
To disable — 

Poke 650,0 


* 

* 

* 

* 

* 

* 

* 

* 

* 

* 

> 


YOU ARE INVITED 
TO OUR NEXT GATHERING 

AT 

PANATRONICS PTY. LTD. 

691 Whitehorse Road, 
Mont Albert 

ON 

21st JUNE, 1983 
at 7.30 p.m. 






wheres your article? 
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For inclusion in future Newsletters 
send your INPUTS to: — 


Neil Brandie 

PANATRONICS (Aust.) Pty. Ltd. 
691 Whitehorse Road, 

Mont Albert 3127 
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